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Preface
Before entering the Computer Graphic Design program at Rochester Institute of
Technology, I had been a graphic designer for a good many years. The introduction
of the computer drastically changed the nature of the graphics arts industry, and in
watching the rapidly changing technology, I realized that these new developments
broadened and diversified the range of design possibilities. Embracing the computer
as a design tool, and as a new means of communicating, I set about selecting a thesis
topic that would allow me to explore and master these new tools.
In selecting a topic, I was intrigued by the ability of the computer to allow a user to
interact with, and absorb information. I became interested in a multimedia approach
to educational materials, and originally chose to develop a prototype for an interac
tive multimedia program accompanied by a companion magazine that would chal
lenge my skills as a designer in a new area, and develop sensitivities as an educator.
Chapter One
The Proposal
The purpose of this thesis is to explore the use of digital sound and how it is used as
an aid and an enhancement in the writing and production of interactive and educa
tional programs designed for theMacintosh computer.
This thesis will also contain an interactive program designed for theMacintosh
computer, entitled "Music & the Creative
Imagination."
The program itselfwill be
based on the information compiled in the area of digital sound, with regards to
equipment, software, and its use via a project format; the program will illustrate in
an educational forum as well as in an entertaining manner, how digital sound can be
used as a tool in creative and alternative methods of educating both adults
and children.
Conceiving the Format
My own beginnings in education, chaotic as theywere, developed a keen awareness
that not all students responded to traditional textbook and lecture methods. I
became convinced during the course ofmy schooling that there were those ofus
who would prefer, or require an alternative means of instruction. Becoming more
familiar with the interactive computer, I realized that this was a perfect forum for
those interested in new forms of learning. I recognized quickly that lessons delivered
via computer offered many advantages to the student; convenience, control, choice,
and the addition of a fuller, sensory experience.
As a designer, this new format challenged my skills in a new way, and opened up an
investigation of issues important to me. And so, I decided that I would develop an
interactive educational program thatwould allow me to explore certain aspects of
the multimedia experience on aMacintosh computer.
We cannot undermine the value of the computer as an instrument of creative
instruction. I am concerned, however; that the computer has the potential to create
isolation and alienation. It gives the user independence and relative control; while
working, the social intercourse that normally occurs during traditional means of
information exchange is eliminated. For me, it became important to devise a way to
resolve this issue in the development of instructional interactive programs.
Selecting the SubjectMatter
Music and how it acts on the imagination has always been an obsession ofmine. I
chose music as the subject matter for the thesis project, as this would complement
my original idea of exploring digital sound in multimedia, interactivity, and creative
education. Stimulating the imagination and facilitating the development of the cre
ative impulse in the education of children and adults has been an important investi
gation in my life. I believe that the most successful learning tool provides the student
with an experience, and that the experience shared between parent and child; student
and teacher; or friends, is the one that remains with us the longest, and impacts us
more profoundly than any other. By designing a program that was based on human
interaction as well as computer interaction, Iwould eliminate the possibility that
computer interactivity would weaken the abilities of humans to relate to each other.
Structuring the Project and Content
Once the proposal was written and accepted, and the subject matter was chosen, it
became important to determine the exact structure of the presentation in order to
determine all the elements to be included in the program. The very nature ofmusic
makes it an experience we can share both actively and passively and Iwanted to build
this concept into the structure of the application. Therefore it became necessary to
include elements ofboth an entertaining nature, and elements that required action
on the part of the user. Thinking back to my own childhood, I remembered the
magic ofbeing read stories at bedtime, and became concerned that simply designing
an experiential interactive piece might cause the user eventual isolation.
Another concern became the amount of information, via readingmatter, it is wise to
show on the screen. Because I am dealingwith material that is educational, enter
taining, and interactive, the user expects several things; control, action, and informa
tion provided in an experiential format. Thus, the decision was made to break the
thesis project into two parts. The first would be an interactive project entitledMusic
& the Creative Imagination. This would be constructed using the software package
Aldus SuperCard. The second part would be a companion magazine that would con
tain stories, illustrations, and photographs that would provide additional information
not possible to include on screen. This would allow the parent and child to read
together, and fill in all the gaps. It became important that the interactive piece ignite
the curiosity of the child and adult, thereby inspiring them to seek additional
information.
The experience I wanted to pass on to the user was that of the relationships that exist
between the orchestra, its parts, the instruments and the individuals who contribute
the essential elements that create the entire experience. Successful implementation
ofboth the interactive project and the printed magazine depended on constructing a
logical hierarchy that determined the flow of events and the delivery of information.
With that in mind, the decision was made to feature the entire symphony orchestra,
and then introduce all the individual units that contribute to the success of the larger
community; the composer; the conductor; the individual sections, and the
individual instruments.
I then added a final project section to the program. Based on many informative, or
instructional interactive programs, much the same as in school, a popular way of
summarizing, or completing a program is to test the users level of absorption and
mastery of the
material presented. In school, a student takes a quiz in class after
compl.
'
">n of specific subject matter.Many interactive programs contain a series of
questio. presented to the user at the end of the program. The user responds to
these que ions, and the computer scores the results.My objective in designing both
an interactive program, and a magazine is to inform, ignite interest and curiosity,
and provide the user with a way of applying what they have absorbed into their lives.
Looking towards an alternative, creating a project the user builds outside of the
computer accomplishes more of an experiential grasp of the information
presented.
This being decided, I divided the program logically into section units, and the hier




1 . An introductory section with a brief explanation ofmusic and its effect on
us. Because we have nothingwithout the concept ofmusic, and music is
largely an impulse based on the relationship between sound and the
imagination, logically, this section is first.
2. An abbreviated history of the orchestra follows. Generally, without an
understanding of the birth, history, and raison d'etre of a subject, the value
and depth ofunderstanding is greatly diminished.
3 . A section featuring the work and importance of the composer and the
conductor in relationship to the orchestra. This is the first significant
relationship encountered in music.
4. An explanation of the division and organization of the orchestra.
5. A section featuring a specific instrument of the orchestra.Material here
includes the particular function of the instrument; its history, how it is
constructed, a description of its sound, and how it is played.
6. A project that allows parent and child together to build their own
instrument using instructions and suggested or improvised materials. This
project will be based on the featured instrument of the month, and replaces
the standard test or quiz at the end of a chapter.
Goals and Objectives
The thesis project,Music & the Creative Imagination will serve as a prototype for a
complete interactive product line available on a monthly basis that enhances the
educational environment and creates alternative means of educating a broad and
non-specific age group. This product line conducts lessons on theMacintosh com
puter via an instructional and sensory format contained both in a multimedia
presen
tation that includes an interactive program, and a printed magazine. Children and
their parents will be able to enjoy both products individually and/or together. This
will strengthen bonds, develop a strong understanding ofmaterials presented, and
nurture the importance of the computer experience and assist in the continued
development of the human relationship.
Chapter Two
Development
In considering the two individual units of this thesis project, establishing consistency
became a priority of successfully implementing this product line. The following
issues to be resolved, and methods used in the development of the project were
established:
1. Research
2. Selection of content
Determining size of each part of the thesis
3. Design
Consistency of overall appearance for both magazine and interactive
program.





Computer hardware and software to be used for production of final
prototype for presentation.
Research
Beginning with research, it became evident that selection ofmaterials to be included
in the finished productwould be determined by reviewing reading matter, audio
aids, recordings, and videos about music and the symphony orchestra.
Selection ofContent
The initial research completed, I made my selection ofmusical topics, composer,
conductor, featured instrument, and a special user project based on what range of
information would be importantwithout becoming too general while providing a
powerful learning tool. Each subject was chosen specificallywith the hopes that
while new information was being presented, some of the material would be familiar
enough to allow users a feeling of comfort while they also explored avenues of learn
ing on the computer that ar experienced as new or intimidating.
Knowing that this was a prototype, and not a full blown interactive program, a par
ing down process occurred. It was decided that the magazine and the interactive
program would contain the same articles, but would vary as to the length of the
sections. I determined that there would be six sections, or chapters in all.
These included:
1.Music & the Creative Imagination
An introduction.
2 HistoricalNotes
The history of the symphony orchestra.
3. Leonard Bernstein
Selected for his importance both as a conductor and composer, and his
stature in the American musical arena, this section gives the reader some
essential background on the life of the great conductor/composer.
4. The Four Sections
An explanation of the four groups ofmusical instruments that complete
the symphony orchestra, how they are constructed, and why they are
grouped together.
5. The Slide Trombone
An introduction and explanation to the slide trombone, its history,
construction and particular characteristics.
6. The Great Brooklyn Tooter
The firstmonthly musical project for the premiere issue of the prototype
application features a hand made instrument based on the trombone. The
studentwill be able to grasp the nature of the brass horn, and gain a
deeper, more personal understanding ofmusic by constructing a paper
horn of their own.
The decision assigning actual physical size was based
on theories relating to how
much reading should be presented on a
computer screen, and setting realistic limita
tions on howmany pages a publishers
budget might allow when dealing with the




Music & the Creative Imagination is both an investigation into the realm of interactive
and multimedia design, and an exploration in the development of a compatible prod
uct line for publication consisting of an interactive educational computer program,
and a full color printed magazine.
In establishing design criteria, objectives and parameters, the first major decision is
target audience. Because this project is meant to be an educational, as well as enter
taining program, all considerations pertaining to audience age, background, educa
tion, and location were weighed before making final design decisions.
The entire package, directly aimed at a parent/child audience clearly indicated that
the range of individuals included those between three years and older. Simply speak
ing, identifying a specific age was impossible. All reading material, and visual matter
had to be designed to appeal to a non-specific age group.
Determining the size of each part of the project relied heavily on available budget
and equipment, method ofproduction, and time. Issues pertinent to the production
of a magazine were far different than an interactive program. Consistency of layout
was important for recognition purposes when dealing with an overall look for the
thesis project. Design layout and format would determine the physical size, as well as
the page size, as well as the computer screen size for presentation purposes.
In determining an overall appearance, I decided to assign a design format for the
magazine first, which I would then translate to a screen format for the interactive
piece. This would establish a uniform look between the pieces.
Music & the Creative Imagination: The magazine
Reminder advertising is the most popular and
successful vehicle to assure audience
recognition of a specific product. The look consists of strong graphic treatment, and
is so successful because the public at large seems to do best with strong visual images
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thatmake a lasting impression. Employing this technique would guarantee that the
user would be able to make a more comfortable transition between the interactive
program on theMacintosh, and reading the magazine when seeking further infor
mation about the material presented on screen. I was determined to build in a famil
iarity thatwould equalize the usage ofboth products, thereby building in user
dependence on both pieces.
In determining the amount of time there was to complete the magazine from layout
through to a finished printed piece, several items were examined. The budget avail
able was established, the cost ofprinting techniques was considered, and the amount
ofmaterial I wanted to include was decided upon. I decided to design a twenty page
magazine that included the cover. The physical size of the magazine, based on a hor
izontal orientation, became nine inches deep by twelve inches wide. It is my feeling
that this size best fits across the lap of a parent, or adult reading to a child, and the
magazine is specifically designed with that purpose in mind. Of all the positions I
have observed watching adults reading to youngsters, the pose most often seen is
one where the adult is seated upright, and the child is leaning against their side peer
ing intently into the book on their lap.
Before entering the layout stage, I began to research children's publications. This
helped me decide how I wished to representwritten and visual information. The
concept of the symphony orchestra is a sophisticated one for young children, and I
realized that there was a strong chance that some of the adults viewing this informa
tion may not be all that familiar with it either. It was necessary to implement a
strong, clean, playful visual style, while writing clear and concise articles that did not
talk down to either age group.
Dissecting the visual elements that contribute to the design of a beautiful and well
constructed page, I began the layout process. A grid system breaking the page into
three columns was devised. As Iwanted to include headlines, body text, pho
tographs, and illustrations, three columns of type allowed me the visual order and
flexibility I was looking for.
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The purpose of this thesis project is two part. The first is to explore new technology,
and the second is to investigate new or different design techniques and production
methods.While setting a style for this project, intent on a new investigation, I chose
to select certain visual elements and use them in a way I never had before. Type,
being the area where I am most rigid, became the first design element addressed.
Formerly, a purist at heart, I frowned on mixing type styles. Rarely did Imanipulate
type, believing it should be used the way it was designed by its creator. Leaving all
that behind, I elected to feature the article headlines as the key graphic element on
the page, and build graphic elements/figures into or around the type thatwere
appropriate to the section headlines to create visual interest, and represent each sec
tion by visual means.
Avant Garde Demi was selected for the headlines, and Janson text for the body text.
Both are easy reading type faces, and I was looking for a certain amount of elegance,
legibility, and funk. Because the topic I was dealingwith was music, I wanted the
type to convey a feeling of rhythm, grace and movement.
The headline type was manipulated and assigned color in Adobe Illustrator. The
color was set using a Cyan,Magenta, Yellow, Black system, based on the method of
output I had selected. For printing and presentation purposes, the Canon CLC500
was selected. A high quality, high resolution color laserprinter, the output was of the
highest quality for text and halftones available.
When finally satisfied with the headline treatment, I selected photographs that
would best illustrate the articles that appeared in the publication. Next I chose spot
illustrations from old engravings that added a new texture to the look of the maga
zine These illustrations would work in concert with the headline and body text to
form new shapes on the printed page. In this way a more playful look would be
achieved. Seeking more dimensionality and texture, a background pattern was
designed to give the page the added depth it lacked.
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ProductionMethods
Most important to the successful completion of the printed piece is the thorough
examination of color, resolution and output. By determining the method ofoutput
first, after nailing down time frame and budget, the "now you tell
me,"
school of
computer design is easily avoided. The type ofmachine being used for printing the
magazine influenced the creation of all finished artwork. Selecting the Canon
CLC500 color laserprinter to produce color output obligated me to make color
assignments using cyan, magenta, yellow and black. Through thorough testing I
quickly learned that color consistency is a figment of the imagination, and is dictated
bywhen the toner was last changed, or added to the printer.
Testing color results before going into full scale production indicated thatwhat you
see on the screen with regard to color is not what you get when outputting an image.
I highly recommend that when working in color, the artist assign color by making
selections from a CMYK selection book and assigning numerical values. Selecting
color by visual means is inadvisable.
The method ofoutput also determines resolution and screen frequency. Knowing
this information at the outset is necessary when dealing with halftone images. The
screen frequency determines how many pixels per inch halftone images are scanned
at. Though the Canon CLC was being used for presentation purposes, I was inter
ested in comparing several forms of output, and opted to also produce chromalins at
a screen frequency of one hundred and fifty lines per inch. Using the Nyquist
Criterion to calculate my sampling rate, it became necessary
to scan images at three
hundred pixels per inch, which made the files quite large.
All halftone images were scanned on an Agfa flatbed scanner, brought into Adobe
Photoshop, and were enhanced, and adjusted to assure that all levels were sufficient
to produce the highest quality output. Specific
engravings were selected for type
runarounds, and silhouetted. All images were
stored as Tiff format files.
Quark Xpress, the layout program I chose to use, had a problem showing trans
parency through an image that had an
enclosed space (i,e. a figure standing
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with hand on hip; the area within the arm would constitute the enclosed space I
mention). Several of the backgrounds that involved either the title type or body text
wrapping around an image, or running over an image, had to be built as one unit in
Photoshop. This required accuracywhen placing the images on the background, as
this was something that was not easily undone. Trying to solve the problem by
means ofquestioning expert users, reading the manual, and contacting Quark tech
nical support led me to the conclusion that as yet, there is no solution other than to
proceed in the manner in which I did, though it was time consuming.
Once the images were prepared, both type and images were imported into Quark
Xpress, and the magazine was styled, completed, and output on the Canon printer.
Several versions of the magazine were then printed. Because of inaccuracies between
the monitor calibration, and printer calibration, the grey tones in the halftones had
to be adjusted several times before a version was printed that was what this author
considered acceptable.
Music & the Creative Imagination-. The Interactive Program
Interactive programs have afforded the designer much in the way of investigating
new design techniques, issues, and challenges. The breadth and width ofpossibilities
is at once alarming and exciting. For the designer with a theatrical leaning, and the
audience who enjoys participation, interactive programs are perfect for incorporat
ing mixed media into an entertaining or educational format.
The primary objective of the interactive portion of this thesis project deals with the
designing and easily understood user interface within an application that serves to
introduce adults and children to the classical symphony orchestra. The program uses
sound, photographs, type, and QuickTime movies to illustrate how the orchestra
and all its parts function.
The purpose of this portion of the thesis prototype is to explore ways of providing
an alternate forum for education, and allow the user more control and more choice.
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Music and the Imagination can be viewed on any AppleMacintosh II series
or higher
with a minimum of 5 megabytes of ram, and sound capabilities. Because an Aldus
SuperCard application can be constructed as a stand alone program that also imports
a font as a resource, the user can enjoy it in the privacy of their home or in an
insti
tutional setting, without having to purchase Aldus SuperCard or a new type font.
Because this program is the second halfof a two part design package certain key
issues; target audience, content, and graphic style, have already been solved. What
remains to be settled are the factors that give the student or user a desire or reason
to begin the application in the first place; allows them an easy understanding of the
material included while providing a comfortable, logical way of navigating through
the application giving over as much control as is possible.
Unlike advertising, or editorial design, there is no formula that assures success.
Interactive education is still so new, that all interface designers are faced with the
same problem; what works efficiently and comprehensively for the user?
I selected Aldus SuperCard as the interactive software program to use, as it has far
more power, and manymore options than Claris HyperCard. Graphic items such as
pictures, and sounds import directly into the program, and it has a color palette
available. It is also easier to work with type in SuperCard, and has a more sophisti
cated means of building graphics. SuperCard easily accepts QuickTime format
movies, and sound that has been recorded in stereo.
In designing the type ofuser interface forMusic & the Creative Imagination I made
the assumption that the user was familiar with, or capable of learning computer
basics; using a mouse, clicking, and holding down the mouse while clicking.
Organization is a major factor in designing forms of navigation that assist rather
than confuse the user. Considering the age range and generality ofmy target audi
ence, simplicity seemed a
wise choice. Researching and viewing other applications
made me wary of including an over abundance of choice and too much material for
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the user to absorb.What became obvious was that the user, in choosing an interac
tive program desired involvement and participation.
Basic screen size should be as large as possible, making viewing comfortable for the
user. Besides the inclusion of graphic elements that enhance the visual appearance of
the application, the elements that represent the means by which the user navigates
should be immediately visible and obvious without an excess ofverbiage.
The screen size for Music & the Creative Imagination was set at 640 by 480. This was
the full size of the monitor itwould be viewed on. Since I had already designed the
companion magazine, all the elements were complete, which necessitated a mini
mum of construction since my intention was to remain as true to the magazine style
as was possible. It did, however become necessary to go back into Adobe Photoshop
and resize the background to fit the monitor size, copy the photographic images and
convert them to seventy-two dots per inch, convert the Tiff files into Pict files to cut
down on memory size, allowing Supercard to accept them as resources.
Besides the graphics that had already been constructed, and the photo images that
had been retouched, manipulated and adjusted, three new cards had to be designed
and produced. They were; an introduction card, a main menu, and the finale card.
In designing a system ofmovement, I opted to build in random movement around
the application, so that the user has freedom, and regardless ofwhich way they chose
to navigate, there are no
incorrect directions, or out-of-order sequences. Selecting the same topics for explo
ration as in the magazine, the user could enjoy sections;
1. The Introduction
Explains the relationship between music and the imagination, and
gives instructions on how to navigate.
2. TheMainMenu
Lists the categories the user could investigate
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3. Leonard Bernstein
This section discusses his talents, explains the role of the conductor
while playing several ofhis compositions in the background.
4. TheOrchestra and its Sections
Describes the various sections while playing sounds that define each
section, QuickTime movies that illustrate selected members of each
section, and how they are played.
5.The Slide Trombone (the featured instrument)
Describes the trombone, while playing trombone music in the back
ground. Included is a QuickTime movie of a trombone player illus
trating how it is played and what it sounds like, and offers the user, via
a mouse activated button the option ofplaying the scale and seeing
what each note looks like.
6. The Great BrooklynTooter
A project which instructs the user on the construction of a homemade
instrument based on the featured instrument of the month.
Mouse activated buttons were designed thatwould make navigating the stack a pain
less experience. Each button was assigned the auto highlight feature so that the user
could see that an action had been taken, and some type of event would occur. Since
there was so much activity already included in the application; photographs music,
readable text, and QuickTime movies, simplicity again seemed the wisest choice.
Navigation buttons were designed to be visually pleasing, simple rectangles that were
labeled with the appropriate directional words or symbol. Though the argument
might be made that because a portion ofmy audience does not possess the ability to
read, I felt that no parent would expect or allow such a young child to operate an
expensive piece of equipment unsupervised, and that generally a parent or instructor
would also be inclined to teach the child to recognize each symbol, and translate a
word like
"click"
so that the child readily understood its meaning.
New to this designer was the ability to include sound in a presentation piece. One of
the major investigations of the interactive part of this project was working with
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digital sound. Budget, and lack of specific equipment ruled out the investigation of
MIDI systems, and I made myself content with learning to use theMac as a digital
recording studio.Music appropriate to each category was selected, and research was
done to determine the means by which to include music into the stack with the high
est degree of quality.
Both theMacRecorder and a CD Rom player were available for use. The
MacRecorder, a recording device that digitizes sound enabling the use ofmusic on a
computer, and the CD Rom, which retrieves stored sound from a compact disc, and
imports it in digital form into the computer, offered the mechanical means of
recording and or importing sound into the computer, while SoundEdit Pro is the
software used that enables the sound designer the ability to design, manipulate, and
prepare sounds for use in a multimedia production.
Working in SoundEdit Pro is much like working in a simplistic recording studio.
Once the sound is recorded, options exist that allow the designer to apply special
effects, cut, paste, copy, mix, and design soundtracks much like a sound engineer.
The designer also has the option of selecting the quality of sound desired by specify
ing the number ofkilohertz sampled per second, with one minute of sound equaling
one megabyte of stored memory. The higher the quality desired, the higher the stor
age requirements are. To further enhance tonal quality, the use of stereo speakers
produced marvelous quality and volume.
Designing an interactive stack that introduces the user to classical music demands
the use of high quality sound. Having twoMacRecorders available for use made it
possible to record music in stereo, though it forced the recording of sound bits at 22
kilohertz per second, adding a great deal to memory storage.
Complimenting sound, QuickTime movies were added to further illustrate the
instruments of the orchestra. Scripting for Quicktime is an adventurous affair. At
times I could not predict, scripting that had once operated perfectlywould not do so
again. After days of rewriting scripts with inconsistent results, I discovered that
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software incompatibility at the root of the problem. It seems that certain extensions,
or inits in an operating system cause problems when using Aldus
SuperCard. In this
instance, the culprit was Disk Light, a part of Symantec's Norton Utilities. This






Having completed the thesis project, I have found that there are still areas of the
presentation that can be greatly improved on. Examining the production realistically,
no more could have been done given the time schedule that existed. An ambitious
project in nature, either part on its own; the magazine or the interactive application,
would have comprised a single thesis topic. There are several things I would add
given a realistic time schedule.
The first of the additions I would make would be to add an animation created in
MacroMind Director on the front end of the interactive application instead of the
existing opening sequence designed in SuperCard.Moving from image to image by
means of screen dissolves is rather slow and awkward.When viewing the kind of ani
mation technique and movementMacroMind Director is capable of, my choice
would be different in the future.MacroMind also offers two sound channels that
would really broaden and enrich the quality and variety of sound and sound effects
contained within an application.
Exposing the user to sound and music on the computer is an exciting experience, and
in viewing the project after completion, the
idea for an additional section occurred.
Eventually, I would like to include a new section on sound. As music is born from
sound, and the application is concerned with the basic education ofmusic, it would
enhance the application greatly to build in a program that would allow the user to
create their own sounds, and write their own music. This would be accomplished by
providing the user with a
limited library of sounds and a range ofmusical notes to
manipulate.
While viewing the screen design, it occurred to me that graphically, there was a lack
of humor, and musical iconography. In trying to present a well ordered, and uncom
plicated system for navigating through the stack,
I had overlooked the inclusion of
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musical graphic elements, mixed with moments ofhumor.With these new graphic
elements, Iwould include more interactivity and interplay between application and
user. An example of this would be navigation buttons that sang opera, or played a
scale; should the user select an incorrect button, the computer would respond with a
sour note.
The last function I would like to add is a
"PRINT"
function. Though a print version
of the project page exists in the magazine, some of the potential projects can get
messy, and in saving the magazine from becoming damaged, the ability to print out a
copywould benefit the user.
Conclusion
Music is one of the most profound experiences we will ever have, and the symphony
orchestra is the most fitting subjectmatter for this project. Providing me with the
most perfect and excitingmaterial for a learning program, the structure of the
orchestra itself is one that lends itself to the concept of a layered learning experience,
one that the student absorbs and understands at different levels. Through a shared
learning experience, parents and children can enjoy this program together, thereby
enriching their relationship as well.
My fears regarding the inhumanity of the computer have been only somewhat allevi
ated. By designing an application that includes parental or adult aid for the child in a
pleasurable endeavor, I see where the author, sensitive to this issue, can circumvent
computer instigated isolation. But not all applications will be designed with the
nature and quality of human relationships in mind, and as more programs are
designed to keep us glued to the terminal and out of the playground, I still wonder
what the future holds for human to human interaction.
With this investigation into the realm of the computer and education via both print
design and output methods, and the design of an interactive multimedia application,
I am convinced although the use of computer may change the nature of the
exchange of information, printed forms of communication are far from extinct.
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Complementing each other, the use ofboth print, and interactive multimedia pro
ductions create the potential for the designer to devise some of the most inventive,
entertaining, and edifying educational curriculum we have seen.
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2.Go to "MainMenu" Script
on mouseUp
visual wipe left very slow
go to card "The
Menu"
end mouseUp
3. Go To "Next" Script
on mouseUp
visual wipe left slow
go next
end mouseUp
4. Go To Last Card
on mouseUp











6. Scripts for opening sequence appears on card script of introduction
card andAudience card
on openCard
wa i t 3 sec




Plays the sound of the trombonewhile showing the notes of the










show cd graph i c
wa i t 85
show cd graphic
wa i t 85
show cd graphic
wait 10
show cd graph i c
wa i t 85
show cd graph i c
wa i t 75
show cd graphic
wait 10
show cd graph i c




wa i t 75









































































A/This menu shows the recipe for paper mache
on mouseUp















B. This menu shows the information on the
project again
on mouseUp














Scripts: These are simple scripts to navigate around the
project
on mouseUp
visual wipe left very slow




visual wipe left very slow




visual wipe left very slow








8. QuickTime Scripts for musical animation segments
on mouseUp





put the result into MovielD
if MovielD is not empty then
QTMovie direct, MovielD, play
end i f
QTMov i e Mov i e I D
, direct,
"









CI oseonF i n i sh
dispose









CI oseonF i n i s
on mouseUp
global MovielD
QTMov i e Openmov i e , d i rec t , "I
put the result into MovielD
if MovielD is not empty then











I :str ings/st .QT", "225,160", C I oseonF i n i sh
put the result into MovielD
if MovielD is not empty then
QTMovie direct, MovielD, play
QTMovie MovielD, direct,
"
I :str ings/st. QT |, dispose
push card
pop card
end mouseUp
